### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

### Patch: virtual System.Void RimWorld.Bullet::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
### Replacement: static System.Void RimWorld.Bullet::RimWorld.Bullet.Impact_Patch1(RimWorld.Bullet this, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0000: Local var 0: Verse.Map
IL_0000: Local var 1: Verse.IntVec3
IL_0000: Local var 2: Verse.BattleLogEntry_RangedImpact
IL_0000: Local var 3: System.Boolean
IL_0000: Local var 4: Verse.Pawn
IL_0000: Local var 5: Verse.DamageInfo
IL_0000: Local var 6: Verse.Pawn
IL_0000: Local var 7: UnityEngine.Quaternion
IL_0000: Local var 8: System.Collections.Generic.List`1/Enumerator<Verse.ExtraDamage>
IL_0000: Local var 9: Verse.ExtraDamage
IL_0000: Local var 10: Verse.DamageInfo
IL_0000: // start original
IL_0000: ldarg.0
IL_0001: call       virtual Verse.Map Verse.Thing::get_Map()
IL_0006: stloc.0
IL_0007: ldarg.0
IL_0008: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_000D: stloc.1
IL_000E: ldarg.0
IL_000F: ldarg.1
IL_0010: ldarg.2
IL_0011: call       virtual System.Void Verse.Projectile::Impact(Verse.Thing hitThing, System.Boolean blockedByShield)
IL_0016: ldarg.0
IL_0017: ldfld      Verse.Thing Verse.Projectile::launcher
IL_001C: ldarg.1
IL_001D: ldarg.0
IL_001E: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_0023: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_0028: ldarg.0
IL_0029: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_002E: ldarg.0
IL_002F: ldfld      Verse.ThingDef Verse.Thing::def
IL_0034: ldarg.0
IL_0035: ldfld      Verse.ThingDef Verse.Projectile::targetCoverDef
IL_003A: newobj     System.Void Verse.BattleLogEntry_RangedImpact::.ctor(Verse.Thing initiator, Verse.Thing recipient, Verse.Thing originalTarget, Verse.ThingDef weaponDef, Verse.ThingDef projectileDef, Verse.ThingDef coverDef)
IL_003F: stloc.2
IL_0040: call       static Verse.BattleLog Verse.Find::get_BattleLog()
IL_0045: ldloc.2
IL_0046: callvirt   System.Void Verse.BattleLog::Add(Verse.LogEntry entry)
IL_004B: ldarg.0
IL_004C: ldarg.1
IL_004D: ldloc.0
IL_004E: ldloc.1
IL_004F: call       System.Void RimWorld.Bullet::NotifyImpact(Verse.Thing hitThing, Verse.Map map, Verse.IntVec3 position)
IL_0054: ldarg.1
IL_0055: brfalse => Label0
IL_005A: ldarg.0
IL_005B: ldfld      Verse.Thing Verse.Projectile::launcher
IL_0060: isinst     Verse.Pawn
IL_0065: dup
IL_0066: stloc.s    4 (Verse.Pawn)
IL_0068: brfalse => Label1
IL_006D: ldloc.s    4 (Verse.Pawn)
IL_006F: callvirt   System.Boolean Verse.Pawn::get_Drafted()
IL_0074: ldc.i4.0
IL_0075: ceq
IL_0077: br =>      Label2
IL_007C: Label1
IL_007C: ldc.i4.1
IL_007D: Label2
IL_007D: stloc.3
IL_007E: ldloca.s   5 (Verse.DamageInfo)
IL_0080: ldarg.0
IL_0081: ldfld      Verse.ThingDef Verse.Thing::def
IL_0086: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_008B: ldfld      Verse.DamageDef Verse.ProjectileProperties::damageDef
IL_0090: ldarg.0
IL_0091: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0096: conv.r4
IL_0097: ldarg.0
IL_0098: callvirt   virtual System.Single Verse.Projectile::get_ArmorPenetration()
IL_009D: ldarg.0
IL_009E: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
IL_00A3: stloc.s    7 (UnityEngine.Quaternion)
IL_00A5: ldloca.s   7 (UnityEngine.Quaternion)
IL_00A7: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
IL_00AC: ldfld      System.Single UnityEngine.Vector3::y
IL_00B1: ldarg.0
IL_00B2: ldfld      Verse.Thing Verse.Projectile::launcher
IL_00B7: ldnull
IL_00B8: ldarg.0
IL_00B9: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
IL_00BE: ldc.i4.0
IL_00BF: ldarg.0
IL_00C0: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
IL_00C5: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
IL_00CA: ldloc.3
IL_00CB: ldc.i4.1
IL_00CC: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
IL_00D1: ldarg.1
IL_00D2: ldloc.s    5 (Verse.DamageInfo)
IL_00D4: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
IL_00D9: ldloc.2
IL_00DA: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
IL_00DF: ldarg.1
IL_00E0: isinst     Verse.Pawn
IL_00E5: stloc.s    6 (Verse.Pawn)
IL_00E7: ldloc.s    6 (Verse.Pawn)
IL_00E9: brfalse => Label3
IL_00EE: ldloc.s    6 (Verse.Pawn)
IL_00F0: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_00F5: brfalse => Label4
IL_00FA: ldloc.s    6 (Verse.Pawn)
IL_00FC: ldfld      Verse.Pawn_StanceTracker Verse.Pawn::stances
IL_0101: ldfld      RimWorld.StaggerHandler Verse.Pawn_StanceTracker::stagger
IL_0106: ldarg.0
IL_0107: callvirt   System.Void RimWorld.StaggerHandler::Notify_BulletImpact(RimWorld.Bullet bullet)
IL_010C: Label3
IL_010C: Label4
IL_010C: ldarg.0
IL_010D: ldfld      Verse.ThingDef Verse.Thing::def
IL_0112: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0117: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_011C: brfalse => Label5
IL_0121: ldarg.0
IL_0122: ldfld      Verse.ThingDef Verse.Thing::def
IL_0127: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_012C: ldfld      System.Collections.Generic.List`1<Verse.ExtraDamage> Verse.ProjectileProperties::extraDamages
IL_0131: callvirt   System.Collections.Generic.Enumerator<Verse.ExtraDamage> System.Collections.Generic.List`1<Verse.ExtraDamage>::GetEnumerator()
IL_0136: stloc.s    8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
.try
{
	IL_0138: br =>      Label6
	IL_013D: Label8
	IL_013D: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_013F: call       virtual Verse.ExtraDamage System.Collections.Generic.Enumerator<Verse.ExtraDamage>::get_Current()
	IL_0144: stloc.s    9 (Verse.ExtraDamage)
	IL_0146: ldloc.s    9 (Verse.ExtraDamage)
	IL_0148: ldfld      System.Single Verse.ExtraDamage::chance
	IL_014D: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
	IL_0152: brfalse => Label7
	IL_0157: ldloca.s   10 (Verse.DamageInfo)
	IL_0159: ldloc.s    9 (Verse.ExtraDamage)
	IL_015B: ldfld      Verse.DamageDef Verse.ExtraDamage::def
	IL_0160: ldloc.s    9 (Verse.ExtraDamage)
	IL_0162: ldfld      System.Single Verse.ExtraDamage::amount
	IL_0167: ldloc.s    9 (Verse.ExtraDamage)
	IL_0169: callvirt   System.Single Verse.ExtraDamage::AdjustedArmorPenetration()
	IL_016E: ldarg.0
	IL_016F: callvirt   virtual UnityEngine.Quaternion Verse.Projectile::get_ExactRotation()
	IL_0174: stloc.s    7 (UnityEngine.Quaternion)
	IL_0176: ldloca.s   7 (UnityEngine.Quaternion)
	IL_0178: call       UnityEngine.Vector3 UnityEngine.Quaternion::get_eulerAngles()
	IL_017D: ldfld      System.Single UnityEngine.Vector3::y
	IL_0182: ldarg.0
	IL_0183: ldfld      Verse.Thing Verse.Projectile::launcher
	IL_0188: ldnull
	IL_0189: ldarg.0
	IL_018A: ldfld      Verse.ThingDef Verse.Projectile::equipmentDef
	IL_018F: ldc.i4.0
	IL_0190: ldarg.0
	IL_0191: ldflda     Verse.LocalTargetInfo Verse.Projectile::intendedTarget
	IL_0196: call       Verse.Thing Verse.LocalTargetInfo::get_Thing()
	IL_019B: ldloc.3
	IL_019C: ldc.i4.1
	IL_019D: call       System.Void Verse.DamageInfo::.ctor(Verse.DamageDef def, System.Single amount, System.Single armorPenetration, System.Single angle, Verse.Thing instigator, Verse.BodyPartRecord hitPart, Verse.ThingDef weapon, Verse.SourceCategory category, Verse.Thing intendedTarget, System.Boolean instigatorGuilty, System.Boolean spawnFilth)
	IL_01A2: ldarg.1
	IL_01A3: ldloc.s    10 (Verse.DamageInfo)
	IL_01A5: callvirt   Verse.DamageResult Verse.Thing::TakeDamage(Verse.DamageInfo dinfo)
	IL_01AA: ldloc.2
	IL_01AB: callvirt   System.Void Verse.DamageResult::AssociateWithLog(Verse.LogEntry_DamageResult log)
	IL_01B0: Label6
	IL_01B0: Label7
	IL_01B0: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01B2: call       virtual System.Boolean System.Collections.Generic.Enumerator<Verse.ExtraDamage>::MoveNext()
	IL_01B7: brtrue =>  Label8
	IL_01BC: leave =>   Label9
	IL_01C1: leave =>   (autogenerated)
} // end try
.finally
{
	IL_01C6: ldloca.s   8 (System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage])
	IL_01C8: constrained. System.Collections.Generic.List`1+Enumerator[Verse.ExtraDamage]
	IL_01CE: callvirt   abstract virtual System.Void System.IDisposable::Dispose()
	IL_01D3: endfinally
	IL_01D4: leave =>   (autogenerated)
} // end handler
IL_01D5: Label5
IL_01D5: Label9
IL_01D5: ldarg.0
IL_01D6: ldfld      Verse.ThingDef Verse.Thing::def
IL_01DB: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_01E0: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_01E5: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_01EA: brfalse => Label10
IL_01EF: ldloc.s    6 (Verse.Pawn)
IL_01F1: brfalse => Label11
IL_01F6: ldloc.s    6 (Verse.Pawn)
IL_01F8: call       static System.Single RimWorld.FireUtility::ChanceToAttachFireFromEvent(Verse.Thing t)
IL_01FD: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0202: brfalse => Label12
IL_0207: Label11
IL_0207: ldarg.1
IL_0208: ldarg.0
IL_0209: ldfld      Verse.ThingDef Verse.Thing::def
IL_020E: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_0213: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_0218: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_021D: call       static System.Void RimWorld.FireUtility::TryAttachFire(Verse.Thing t, System.Single fireSize)
IL_0222: br =>      Label21
IL_0227: Label0
IL_0227: ldarg.2
IL_0228: brtrue =>  Label13
IL_022D: nop
IL_022E: ldarg.0
IL_022F: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_0234: ldloc.0
IL_0235: call       static Verse.TerrainDef Verse.GridsUtility::GetTerrain(Verse.IntVec3 c, Verse.Map map)
IL_023A: ldfld      System.Boolean Verse.TerrainDef::takeSplashes
IL_023F: brfalse => Label14
IL_0244: ldarg.0
IL_0245: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_024A: ldloc.0
IL_024B: ldarg.0
IL_024C: callvirt   virtual System.Int32 Verse.Projectile::get_DamageAmount()
IL_0251: conv.r4
IL_0252: call       static System.Single UnityEngine.Mathf::Sqrt(System.Single f)
IL_0257: ldc.r4     1
IL_025C: mul
IL_025D: ldc.r4     4
IL_0262: call       static System.Void RimWorld.FleckMaker::WaterSplash(UnityEngine.Vector3 loc, Verse.Map map, System.Single size, System.Single velocity)
IL_0267: br =>      Label15
IL_026C: Label14
IL_026C: ldarg.0
IL_026D: callvirt   virtual UnityEngine.Vector3 Verse.Projectile::get_ExactPosition()
IL_0272: ldloc.0
IL_0273: ldsfld     Verse.FleckDef RimWorld.FleckDefOf::ShotHit_Dirt
IL_0278: ldc.r4     1
IL_027D: call       static System.Void RimWorld.FleckMaker::Static(UnityEngine.Vector3 loc, Verse.Map map, Verse.FleckDef fleckDef, System.Single scale)
IL_0282: Label13
IL_0282: Label15
IL_0282: ldarg.0
IL_0283: ldfld      Verse.ThingDef Verse.Thing::def
IL_0288: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_028D: ldfld      System.Single Verse.ProjectileProperties::bulletChanceToStartFire
IL_0292: call       static System.Boolean Verse.Rand::Chance(System.Single chance)
IL_0297: brfalse => Label16
IL_029C: ldarg.0
IL_029D: call       virtual Verse.IntVec3 Verse.Thing::get_Position()
IL_02A2: ldloc.0
IL_02A3: ldarg.0
IL_02A4: ldfld      Verse.ThingDef Verse.Thing::def
IL_02A9: ldfld      Verse.ProjectileProperties Verse.ThingDef::projectile
IL_02AE: ldflda     Verse.FloatRange Verse.ProjectileProperties::bulletFireSizeRange
IL_02B3: call       System.Single Verse.FloatRange::get_RandomInRange()
IL_02B8: call       static System.Boolean RimWorld.FireUtility::TryStartFireIn(Verse.IntVec3 c, Verse.Map map, System.Single fireSize)
IL_02BD: pop
IL_02BE: // end original
IL_02BE: Label10
IL_02BE: Label12
IL_02BE: Label16
IL_02BE: Label21
IL_02BE: ldarg.0
IL_02BF: ldarg      1
IL_02C3: ldarg      2
IL_02C7: call       static System.Void EnhancedCombatSounds.Impact_Patch::Postfix(RimWorld.Bullet __instance, Verse.Thing hitThing, System.Boolean blockedByShield)
IL_02CC: ret
DONE

